


ISSN 


9 771364 398003 


Margate $5.40^i 

STAR TREK NATION/V1.1 IJ 


(587) 

GG 3F 

W2fe 


2043‘‘7 527 


■ ■■ ■ 

fionscriptees of the Ouarren 

The captives of a labor shortage 

Mirror Universe Uniforms 

^ ^ What the other half wears 


> ^ ^ I 


, - . '-i . - , ■ 


ASSAN'S VESSEL 

Victorious Racing Machine 


Deanna Troi and Pathfinder 

Counselor's role In a distant journey 

'Friendship One'Aiiemt 

Planetary woes blamed on Humanity 

































ACT FI 

CONTENTS; PORT R45 

IkeHtilolliESIllimialaiii 

Guide to Illness 
QUARREN Workforce 
'FRIENDSHIP ONE' Aliens 





CONING 
NEXT NEEK; 



THE GUIDE TO THE STAR TREHGIILRXV 


: FEDERATION STHRaEETZZZZ 

U.S.S. ENTERPRISE NCC-1701-D: 

Battle Bridge - Station by Station 
U.S.S. ENTERPRISE NCC-1701-D: 
TRACTOR BEAM - Function and Uses 
U.S.S. ENTERPRISE NCC-1701-E: Armory 



Guide to Illness - Part 2 

The BRINGLOIDI and the MARIPOSA 

The LEDOSIANS and the VENTU 

FEDERATION STRRFLEET 

Families in STARFLEET 
U.S.S. ENTERPRISE NCC-1701-D: 

Transformations to Ship's Structure and Systems 
DEEP SPACE NINE: Fuel Storage 


Non-FEDERRTION STarships 

ASSAN'S VESSEL 

ROMULAN WARBIRD: Fleet Listings - Part 2 

Personnel Files 

DEANNA TROI AND PATHFINDER PROJECT 
LT. JOSEPH CAREY (PART 2) 

ALTOVAR 





NON-FEDERRTION STARSHIPS 

LOKIRRIM PATROL SHIP: Medical Bay 
BA'NETH VESSEL 

Personnel Files 

KATHRYN JANEWAY as QUEEN ARACHNIA 

BARASH 

CRODEN 

EQUIPMENT TECHNOLOGY 

TOM PARIS'S 20th-century Technology 


Equipment Hechnology 

MIRROR UNIVERSE Uniforms: 2260's 




Starship Log 


STAR TREK: VOYAGER- 'Prophecy' 



TM (g) © 2001, Paramount Pictures. 

All rights reserved. STAR TREK and related 
marks are trademarks of Paramount Pictures. 
Fabbri Publishing Ltd. authorized user. 

Published by GE FABBRI Ltd. 

Elme House 
133 Long Acre 
Lontdon WC2E 9AW 

Produced by Aerospace Publishing Ltd. 

179 Dalling Road 
London W6 OES 


This publication nnay not be reproduced in whole or 
in part by any means without the prior permission of 
Paramount Pictures. All rights reserved. This publication 
may not be lent, resold, hired out or otherwise disposed 
of by way of trade at more than the recommended selling 
price shown on the cover, or in a mutilated condition. 

ALL PHOTOGRAPHS © PARAMOUNT PICTURES. 

Sfpecial thanks to Michael Okuda, Denise Okuda, 
Rick Sternbach, and the Art Departments for 
the current STAR TREK series. 


Creative Director: Stan Morse 

Managing Editor: Trisha Palmer 

Art Director: Rob Garrard 

Editors: Tim Leng, Emily Robertson-Heggs 

Assistant Editor: Jane Burgess 

Editorial Assistant: Anthony Weaver 

Authors: Chris Dows, Peter Griffiths, Tim Leng, Larry 

Nemecek, Frank Plowright, Scott Robertson-Heggs, 

Howard Stangroom, Jim Swallow 

Design: Martin Ritchie, Graham Miller 

Art Editor: Emily Robertson-Heggs 

Artists: Rob Garrard, Peter Harper, Ian Fullwood, 

Stuart Wagland, Adam Willis 
Associate Editors: Ben Robinson, Marcus Riley 
Colour reproduction by Bright Arts Graphics (S) Pte Ltd 
Printed in Great Britain by Southernprint Ltd & 

Waddington Chorleys PFB Ltd 
Trade distribution by COMAG (Tel. 01895 444055) 
PHOTO EDITOR, LOS ANGELES: Larry Nemecek 
ART EDITOR, LOS ANGELES: Guy Vardaman 
RESEARCH COORDINATOR, LOS ANGELES: 

Penny Smartt-Juday 


Srarsilip Log 

STAR TREK: VOYAGER- 'The Void' 


CUSTOMER SERVICES 

UK AND EIRE 

COLLECTING YOUR MAGAZINES 
WEEKLY FROM YOUR NEWSAGENT Your local newsagent 
will be happy to take your regular weekly order for The STAR 
TREK Fact Files, so don't miss out - place an order today. 
iVliWlPTIVNS F?r Inf^rm8^i^n <j>n h^w to take out a 

subscription, ring our Customer Services on 0870 729 9292 

or write to the address below. 

BACK NUMBERS Missing a copy? To ensure that your 
collection is complete, use our back numbers service. Each 
issue will cost £1.99. POSTAGE IS FREE. (For issues with a 
free binder, please add £1.00 to cover postage and packing.) 
HOWTO ORDER Orders should be sent to: 

The STAR TREK Fact Files 

Woodgate (Fabbri) Ltd, PO Box 1, Hastings TN35 4TJ 
Please make your cheques/postal orders payable to 
Woodgate (Fabbri) Ltd. 

Credit card orders can be given by phone on 0870 729 9292. 
CUSTOMER QUERIES If you have any queries regarding 
your collection, please telephone us on 0870 729 9292. 

OVERSEAS MARKETS 

BACK NUMBERS If you require any back issues, ask your 
local newsagent or write to these addresses; 

Australia: The STAR TREK Fact Files, Gordon & Gotch Ltd, 
PO Box 290, Burwood, VIC 3125 (Please enclose payment of 
the cover price plus A$1 per pack p & h). Tel: (03) 9805 1700. 
New Zealand: Netlink Distribution Company, Private Bag 
92-514 Wellesly Street, Auckland. 

South Africa: The STAR TREK Fact Files Back Numbers 
Department, Republican News Agency, PO Box 16034, 
Doornfontein 2028. Please add 2 Rand per pack p & h. 

Tel: (011)477 7391. 

Malta: Back numbers are available through your local 
newsagent. 

















™- ® & © 2001, Paramount Pictures. 
All rights reserved. 



THE UNITED FEDERmiON 
OF PLANETS 


The Guide io the m TREK Galaxy 


FILE 7 


CARD ai) 


Guide to Illness 



THE UNITED FEDERHTION 
DFPLHNETS 






Hlfhough manii of the illnesses \M have fraditionallii beleaguered humaniiij in 
[he past are eliminated hg the 23rd and 24th centuries, the mave of future 
exploration brings neui challenges to the medical professions. 


T he men and women of Starfleet travel 
across vast distances in their pursuit of 
new discoveries and exploration; 
sometimes they encounter more than 
they have bargained for; illness and 
disease. Leadership, training, and 
principles can protect their welfare, but 
the body remains fallible. 

Among the 21st-century diseases which 
remain unconquered by Federation technology 
are atherosclerosis (the cumulative depositing 


of fat in the blood vessels, resulting in impc 
circulation), and certain forms of the mental 
disorder schizophrenia. The common cold 
remains unvanquished in the 23rd century, but it 
has finally been conquered by the 24th. 

As long as the United Federation of Planets 
welcomes more races into its fold, and its 
officers continue to explore the unknown and 
uncharted, sickbay will never be empty, 
physicians will continue their healing and 
research, and the search for cures will continue. 


fffffrrvrtaf uiiiiurtgn, uatwttfs f. 

Kirk immediately suffers the purple 
discoloration that affects only adults. 


ANCHILLES FeVER 


n deadly disease capable of 
spreading rapidly in a planetary 
population, and causing widespread 
and painful deaths in the millions. 
This disease strikes the planet 
Styris IV in 2364. 

SBLOGi'CODEOFHONOnTNG] 


O Lt. Commander 
Tasha Yar 

procures a canister 
containing the fever 
vaccine for Captain 
Jean-Luc Picard. 


O Lutan decides 
to withhold 
the antidote until 
Yar fights his First 
One by the law of 
supersedence. 


ANDRONESIAN 

ENCePHALITIS 




R n unpleasant, but not life-threatening, disease 
transmitted by airborne particles. Common in 
Federation space due to the transmission of the 
particles via space travel, the disease is treatable, 
and is generally 
regarded as minor 
by 2365. 

SliSIIPiOG: 

'THEDfiOPHIN' [TNG] 

O u.s.s 

ENTERPRISE 
NCC-1701-D 
crew member 
Henessey falls ill, 
and is treated by 
Dr. Pulaski. 




iir 


✓ 



APHASIA VIRUS 


n artificial virus created by the 
t;:.Bajoran underground in 2351 during 
the Cardassian hostilities, which used 
the food replicators on Deep Space 
Nine as a vector. Intended to be used 
against the Cardassian occupiers, the 
device carrying the virus lay dormant 
until 2369, when it accidentally infected 
Bajoran and Federation personnel, 
leaving each individual unable to speak 
or read the same language as any other, 
cutting off communications with 
potentially disastrous results. Aphasia 
was only the initial symptom, followed 
by coma and death. 

SnSHIFl0e:’BIIBEL'[DS9| 


O The aphasia 
virus disrupts 
normal 

communication 
I processes from the 
temporal lobes of 
the brain after 
infecting its victim ; 
via food replicators. ] 


O Dr. Julian Bashir examines Chief 

Miles O'Brien when the aphasia virus 
is accidentally unleashed on DEEP SPACE 
NINE after the Cardassian retreat. 


O Dekon Elig is the 
Bajoran Higa 
Metar underground 
geneticist who 
invented the aphasia 
virus as a terrorist 
weapon against the 
Cardassian occupation 
forces. 
































































AReTHIAN FLU 


BALTMASOR SYNDROME 


BARCLAY'S PROTOMORPHOSIS 
SYNDROME 


BENDII SYNDROME 
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« common viral disease. On Stardate 48579, the 
U.S.S. Voyager NCC-74656's Emergency 
Medical Hologram suspected that Lt. Hargrove 
might have Arethian flu. 


SliSHIP LOG: ’EVE OFTHE NEEDLE'[VOV] 


O ne 

Doctor's 
attempt to 
prepare a 
culture to 
test for 
Arethian flu 
is disrupted 
when he is 
deactivated 
without his 
consent; he 
notifies the 
captain. 


Q degenerative disease common to 
liKlingons, particularly those rare 
individuals of that race who follow 
sedentary occupations. Treatable 
with regular injections. 

SBPLOGi’THEDRyNHERD' [TNG] 

O Lt. Commander Worf 

vigilantly questions Klingon 
exobiologist J'Dan, a sufferer of 
Ba'Itmasor Syndrome and visitor 
to the ENTERPRISE as part of a 
scientific exchange program. 


n n airborne virus that causes numerous 
humanoid species, and several animal 
species, to develop structural and 
behavioral changes characteristic to forms 
from earlier stages in their evolutionary 
development. Accidentally developed when 
a routine synthetic T-cell treatment became 
mutated, the virus works by invading the 
host's DNA, and activating introns, the 
portions of an individual's genetic code that 
are normally dormant, and which contain 
holdovers from previous evolutionary 
stages. Named for the U.S.S. Enterprise 
NCC-1701-D’s Lt. Reginald Barclay, the 
first individual to contract the virus, 
Barclay's Protomorphosis Syndrome 
came close to incapacitating the entire 
crew of the Enterprise in 2370. 

SIRRSHIP LOG: 'GENESIS’[TNG] 


O The protective amniotic fluid of 
Nurse Alyssa Ogawa's unborn 
child ultimately provides the cure. 


n degenerative 
iTillness 
affecting a small 
proportion of 
elderly Vulcans, 
generally those 
in excess of 200 


years old. In its 
initial stages, it is 
characterized by 
a gradual, but 
accelerating loss 
of emotional 


control, with 
victims exhibiting 
sudden bursts of 


O Sarek's human wife Perrin 
is able to care for her 
husband with empathy and 
discretion when he falls victim 
to Bendii Syndrome toward the 
end of his career. 

determined by culturing tissue samples from the 
patient's metathalamus. A dangerous side-effect of 
Bendii Syndrome is that the loss of emotional 
control can be telepathically projected onto other 
individuals. Other Vulcans are generally able to resist 
the emotional projections, but if the afflicted person 
is in the presence of non-Vulcans, the projected 
emotions can cause outbreaks of mass violence. 


emotion, a 
particularly 
devastating 
social handicap in 
Vulcan society. 
Diagnosis of the 


Ambassador Sarek is diagnosed with Bendii 
Syndrome at the age of 202, severely jeopardizing 
his last diplomatic mission. The intercession of 
Captain Jean-Luc Picard enables Sarek to complete 
his mission and retire with dignity to Vulcan, where 
he eventually succumbs to the cumulative effects 
of the syndrome in 2368. 


STRRSRIPLOG:’SRREK' [TNG] 


O The infected Lt. Reginald 

Barclay is barely recognizable 
in his arachnid stage. 


O The intron virus ~ protomorphosis 
syndrome - causes Lt. Worf to 
devolve into a spiny reptilian creature. 










































he Delta Quadrant 
world of Quarra has 
- - a large workforce of 
visitors from other . 
planets who appear 
to be welcomed by 
the Quarren people. 
Representatives from many 
planets reside here, , 
working together amicably, 
and the overall appearance 
is diligent, industrious, and 
harmonious - a hive of 
industry. 


friction. There is a very 

good reason for this: many ■ JB 

of them are being 

programmed for tolerance, 

diligence, and cooperation - 

they have little choice but to 

comply. : 

Unknown to the general - 
Delta Quadrant populace - 
and to the majority of the 

Quarren people - is the fact historically, there have not 
that this harmony and been enough workers to ; 

industry is predicated upon maintain these industries, 
piracy, abduction, and and therefore the Quarren 

enslavement of other . society, to its accustomed 
species. The Quarren are standard of living, 
extremely technologically : 

advanced, but have, in rlfiCll flUll PfOuUClIOIl 

recent times, seen their To compensate for this 

scientific development deficiency,, a few highly 
exceed the capacity of their placed Quarren find a 
population to manage it. morally dubious solution. ■ 
They are deficient in the 

grasp of automation, and . JHyQyllsiHC&S 
while their devices are .'. 
sophisticated, they require . 

an unusual degree of HlUUNlUlLUIr^H 

personal supervision. Many ... 

Cias$-M humanoid 
industrial societies are ' 

largely automated, - 

but the Quarren's facilities 
require an employee to . 

monitor each console. 

This labor intensive i i 

management style beckons - 

attractive benefits package, | 
facilities, and state of the art 

medical care. NeveqhelesSf=:-^^^flHBZSB£^MM I 


alleged inoculations bring out . 
a ^gregariousness in Tuvok which is 
not natural to his usually reserved 
- he tells terrible Jokes. ■ 

factories employ a wide variety 
of species, who interact amiably 
and Jove their Jobs; there -are no cross- 
cultural miscommunications. .:, 0 V 


O Tom Paris shirks the 
militaristic workforce 
for Umali's bar, where he 
charms the customers. 


Some ships, which are 
thought to most likely .... 
possess the technological 
specialists needed, are 
irradiated with tetryon 
radiation via a series of , 
mines placed in Quarren 
space. Exposed to the 


Looking at the bustling 
streets and factories, an 
observer would see a 
bewildering variety of as yet 
unidentified Delta Quadrant 
species. Two races in 
particular - a group of 
mauve-skinned hairless 
humanoids, and a people 
with conical skulls and ; 
copper skin - are 
particularly predominant 
among the workforce, and 
are presumably close 
planetary neighbors of 
Quarra for their peoples to 
comprise such a large 
proportion of the personnel. 

Closer observation would 
detect dozens of differing 
humanoid races in an 
average street, making their 
way through the Quarren 
capital. A curfew is in 
effect, and employees 
without an assignment to a 
night shift are expected to 
remain within their quarters, 
but in general the diverse 
races coexist with very little 


IT’S FOR YOUR OWN GOOO 


The series of regular inoculations administered to the Quarren workforce are 
ostensibly to combat ambient radiation levels. In reality, they reinforce the 
initial engramatic resequencing treatment of Dr. Kadan's team, encouraging 
the abductees to remain happy and productive workers. Some species, such 
as Vulcans, prove resistant to the treatments. 


^ When Tuvok receives his radiation 
^ inoculation he has very disturbing 
flashbacks of the process by which he was 
incorporated into the workforce. 


^ Most workers do 
^ not question the 
routine inoculations, or 
why another method of 
handling the radiation 
has not been devised. 
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UMNeelix poses as a 

volunteer immigrant 
worker to rescue his 
brainwashed crew mates. 


GALAXY 

FACTS 


The workforce's 
quarters are 
integrated into the 
heart of the city, 
where residential 
areas and 
industrial spaces 
nestle side by 
side. Commuting 
to work seldom 
takes more than a 
matter of minutes. 

Deviancy from the 
status quo is 
relentlessly 
suppressed. 
Patrolling safety 
wardens, armed 
and ready to 
tackle 

troublemakers, 
are one prominent 
sign that the 
Quarren worker's 
paradise is not all 
it seems. 


^^^smendous 

Jdff&n's 
anecdotes,, and 


a collectkm of 
■Ms own with his 
ci^orkm wheq^^ 
tkne aflows. 


Umaii is an 
independent business 
woman on Quarrm the 
workers frequent her bar. 

to be contented and usefuf 
there. It is not documented 
foi‘ the length of time that 
this practice has been going 
on, but by Stardate " 
54584.3, several thousand 
lai:)orers have been 
integrated into the Quarren 
workforce. 


^^jlfmm^^^Annika 
Hansen 
participates in 
the exposure of 
the brainwashing 
j and forced labor 

on Quarra; her 
efficiency leads 
her to question 
HHKi coincidence. 

All forced recruits believe 
they have left their 
homeworld and immigrated 
to Quarra for the same 
reasons; to escape the 
overpopulation, pollution, 
and flat job markets. 


harmful, but not 
immediately lethal, 
radiation, the cre\AS 
evacuate their vessels, and 
seek help at nearby Quarra. 
The refugees are directed 
to Dr. Kadan, an expert in 
engramatic resequencing; 
he and his team cure the . 
victims, but also change, 
improve, or repress their 
memory engrams so that 
the persons affected 
believe that they came to 
Quarra of their own freewill, 
and are contented 
members of the workforce. 


Unless in exceptional 
cases, the intrinsic identity 
of the individual remains 
intact, in order to attowihe 


W^The various 
hJ aliens that 
make up the 
workforce seem 
to be very content 
to mix with each 
other in and out 
of work. 


Despite the reprehensible methods used by the Quarrens to obtain their 
workers, the accommodations provided are comparatively lavish. Each 
worker has an entire apartment to his or her self, with a bedroom, bathroom, 
kitchen, and spacious lounge. Allowing for the admittedly subdued color 
scheme preferred by the Quarren, the accommodations are generous, and the 
stipend deducted from an employee's earnings for lodgings is minimal. The 
purpose, after all, is to keep all the workers happy in their new home. 

^ The apartment blocks in the j 9 yHO - 

^ large industrial cities of Quarra 1 IBF " 

are tall and densely populated. While X 

a curfew is in effect, there is no 

lights-out policy. A ■ ■ ■ 


A The interior of the 
apartments are not 
luxurious, but are very 
comfortable and have all 
the necessary utilities. 
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A series of unused 
missile silos are 
scattered across the r : 
planet's scarred surface^ 


rior to the formation 
of the United 
Federation of 
Planets, the people 
of Earth had little 
thought of the 
impact that their 
culture could have on other 
worlds; they blindly 
deployed a series of space 
probes to explore the 
furthest reaches of space 
and contact new worlds. 

Unfortunately, this method 
of operation had an 
incredibly detrimental effect 
on one species in the Delta 
Quadrant. 

This humanoid race 
is technologically 
sophisticated - if not quite 
up to humanity's standard. The most damaging 
They do, however, bare a aspect of Friendship One's 
close similarity to humans, discovery was the 
with only a small series of antimatter drive thaf . 


ridges seen on both their 
forehead and neck 
differentiating them from 
the people of Earth. The 
arrival of the Friendship 
One probe, deployed from 
Earth in 2067, was greeted 
with apprehension as it 
began its descent into the 
atmosphere of their highly 
populated Class-M planet. 
The probe's telemetry was 
tracked on radar screens, 
and at some point aftent 
landed it was recovered; 
native scientists examined 
every system thoroughly," -' 
and the contamination of 
this society began. 


powered it; this culture had -'.'ff^rThe U.S.S. VOYAGER 
never conceived of such a NCC-74656 enters 

power source, and they fr^^Uhipone frlbe. 

soon developed their own 

systems along similar lines, gravimetric sheers tear 
Sometime after this, through the upper 

however, a containment atmosphere, severe 

failure in their power grid turbulence is evident in the 
released antimatter into the stratosphere, and radiation 
environment, poisoning the levels registering up to a 
once clean atmosphere. potentially fatal 6000 
By Stardate 54775, the Isorams are detectable, 
planet is a devastated Little evidence of the once 

shadow of its former self; proud civilization that lived 
thermal eddies and here remain; only missile 

O The haggard faces, worn clothing, and 
cave-like surroundings are signs of some 
of the hardships that this race has suffered. 


silos Still guarding their 
unused quarry, and 
remnants of the sprawling 
cities are left amidst the 
terrible nuclear winter that 
has set in. No life signs are 
detectable from orbit. 

Those who believe that 
the civilization is long dead 
are mistaken, however. 
Approximately 5500 


OTHER CARDS 
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THE HAND OF FRIENDSHIP 


DManatlon: Unknown 


The Friendship One probe was launched in 2067, 
just four years after Zefram Cochrane's first warp 
flight, and was designed to reach out to other 
species, and pave the way for the manned missions 
that would follow. As such, it carried aboard a 
wealth of information about its planet of origin, 
including translation matrices, scientific and 
cultural databases, computer chip designs, and 
even instructions on how to build a transceiver. 

The probe continuously broadcast a composition 
by Vivaldi, along with a message: "We, the people 
of Earth greet you in a spirit of peace and humility. 
As we venture out of our solar system we hope to 
earn the trust and friendship of other worlds." All 
contact with Friendship One was lost in 2247. 


Buaarart Delta 


IlhatiKaHtS: Humanoid 


EnulrORITIfifll: The surface is gripped 
by nuclear winter, and 
nothing can survive 
without some form of 
environmental 
protection. 

lilBaponS: a number of missiles lie 

dormant within their 
silos on the surface; 
these were created 
purely for defensive 
purposes. 

TEChnDlDJQ; Rudimentary radar 
systems. 

Communications are 
capable over audio 
channels only. 

Starship lag; star trek; voyager 

'Friendship One' 


A The aliens 
track the 
probe as it 
enters their 
atmosphere. 


^ The arrival 
^ of the 
FRIENDSHIP 
ONE probe 
spells doom for 
a distant world. 











iW^The remnants of this 
society live in 
subterranean squalor. 


to Ftlmd^ip On&; Fiavii^^ 
Thieved an almost 
continuous method of 
communicating with home, 
Voyager's first official 
mission in almost seven 
years is to recover the 
probe from its approximate 
last known coordinates. 


albeit wfth a captive named 

Dr. CErln. 

Ibe natives have an 
inctedibly poor perception 
^ humanity; Verin, using 
only the unsophisticated 
audio techrx^ogy that is 
available to him, scours 
Captain Kathryn Janaway 
of genocide and demands 
that his p®3pte be 
relocated, while Otrin 
concludes ttet the 
antimatter technology was 
sent to his world so that his 
people would obliterate 
themselves - a far easier 
way for humans to capture 
the planet than to mount an 
invasion. He believes that 
the sight of humans on the 
surface in environmental 
suits supports his theory. 

Neverthelessrboth the 
away team hostages and 
the crew on the orbiting 
set about proving 
their genuine intentions; 
Tom Paris discovers that 
a pregnant female has 
previously gtveobirth to 
three stillborn children, and 
sets about ensuring that her 
fourth chiid will survive 
using his Starfleet medkit, 
and later the facilities 
availabie ak:)ard Voya^. 

The Doctor, meanwhile, 
begins a radical nanoprobe 
treatment teheal Dr. Otrin's 
nacMato poisoning, 
resulting In the a^^dy 

of facial scarring, 
arid the eventual return of 
his orpnai fetures. 


retaliatOT, Janewa'^raers ^ 
an armed awa\^at^fo'^T|' 
retrieve the 


The captain is 
subsequently prepared to 
simply leave orbit, but Paris 
andtsleelix passionately 
dissuade her that they 
cannot abandon the 
remnants of the civilization. 
In addition, Dr. Otrin is able 
to put into practice a radical 
theory of his that uses an 
isoiytic chain reaction to 
recombine the nucleonic 
particles in the atmosphere, 
thus reducing the 
radioactive content. 
Janeway agrees to his 
proposal, and notes that 
photon torpedoes will 
provide a suitable means 
of delivering the catalytic 
agent, albeit while posing 
a threat to Voyager 

The plan is agreed, but as 
the^pedoes are deployed 
Verin argues that Voyager is 
attacking them. Fortunately, 
his authority is 
circumvented, and for the 
firsttime in many years, 
sunlight begins to filter 
through the clouds. 

The Starfleet crew may i 
not be able to repair the : ■ I 
Mien cities and resurrect I 
the many hut they 
have given the surviving 
population the nesessary 
groundwork to reiDuild their 
lives and civilization. 


An away mission to the 
surface goes awry, 
however, when Verin, the 
leader of the ramshackle 
community, captures Lt 
Tom Paris, Lt. Joseph 
Carey, and Neelix, as they 
investigate a subterranean 
laboratory constructed from 
scavenged parts. 
Commander Chakotay 
and Ensign Harry Kim are 
forced to flee the planet, 


Far. far aiiiay 


Venn's belief that the ' fi S 

human crew of Voyager * 

must atone for the ^ ^ ^ 

crimes of their 
ancestors manifests in 

the direct order that the * \\ ^ 

crew of the Federation 4 

starship must ferry all - ^ 

of his surviving people to a new world where 
they can flourish. The astrometric sensors 
aboard Voyager reveal that the nearest Class- 
M world is 132 light years away, however - a 
two month round trip. The crew determine 
that they will have to commit to 17 trips, 
ultimately taking three years, if they agree to 
relocate all 5500 people - an undertaking 
that is unacceptable to Captain Kathryn 
Janeway, and one that leads her into 
investigating all other possible avenues 
available to retrieve her missing crew 
members - and help the contaminated planet. 


^ The crew 
^ of 

VOYAGER find 
that a plan to 
relocate the 
aliens will add 
three years to 
their journey 
home. 


^ The nearest Class-M 
planet suitable for the 
race is an unacceptable 132 
light years distant. 


iThe aliens guard the 
f entrance to the caves 
that are their only home. 


OTHEH CROUPS 
RND RHCES 


mmVOYAGER's crew 
^ ^ work with Dr. Otrin 
on a plan to save his race. 
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’FRIENDSHIP ONE’ ALIENS 


The captured away 
learn can do little 
wait to be rescued; 
attempts to reason with 
th^r captors fail. 

member of this 
the painful 
evidence 

orwidt^OW^ ras0efioi 


GALAXY 

FACTS 


The away team 
from the U.S.S. 
Voyager NCC- 
74656 find a 
spherical child's 
toy on the surface 
of the planet. 
When activated it 
plays the 
movement 
'Spring' from 
Vivaldi's 'The 
Seasons.' 


DIRER GROUPS 
UNO RACES 


Seven of Nine 
states that had the 
Borg encountered 
Friendship One 
they would have 
attempted to 
assimilate 
humanity earlier. 


■ \ferln, however, is not 
prepared to wait for the 
Starfteet crew to (teide a 
course of action oT their 
own, and brutally murders 
Lt. Carey incfeation'j 
of his cteteiminatioq.Jp,^^ 





















™, (g) & © 2001, Paramount Pictures. 
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SHIP; 


U.S.S. ENTERPRISE NCC-1701-D 


SYSTEM: 


BRIEFING: 

STATIOIM-BY-STATIOM 


The Battle Bridge of the U.S.S. Enterprise NCC-IJOhD is a fully 
outfitted secondary command center. Nhen the saucer section 
separates from the stardrive section, it transforms into the vital 
main bridge ofaneui vessel. 


T he tactical advantage of a separable starship 
design is clearly evidenced in Galaxy-class 
vessels such as the U.S.S. Enterprise 
NCC-1701-D, where separated flight mode is 
employed on a number of occasions under the 
command of Captain Jean-Luc Picard. Total 
control of the vessel is coordinated, under 
normal operating conditions, from the main 
bridge on Deck 1; this area remains the 
command center for the saucer section on 
separation from the stardrive. The stardrive, 
or battle hull, requires its own duplicated set 
of piloting, support, and defense systems to 
operate autonomously from the saucer section. 
The Battle Bridge is located on Deck 8, at the 
top level of the battle hull, and incorporates the 
standard conn and ops panels for flight 
operations; it also includes enhanced tactical 
analysis and weapons control stations, and 
communications and engineering. In keeping 
with Starfleet interface design philosophy, the 
multiple workstations can be reconfigured to 
display a variety of information or controls 
depending on the specific factors faced during 
a crisis situation. 

Mk and boch-up 

In addition to its primary tactical role for the 
stardrive section under separated flight mode, 
the battle bridge is capable of serving as a 
secondary control center for the entire ship 
if the main bridge is damaged, becomes 
uninhabitable, or is overtaken by hostile forces. 
This function is similar to that provided by the 
auxiliary bridge usually positioned deep within 
the primary hull of earlier non-separable ship 
designs. The duplicate controls and computer 
subprocessors on the battle bridge are able to 
control all of the vessel's main functions, even in 




— - - - 




O The main viewscreen on the Battle 

Bridge is considerably smaller in size to 
the corresponding display unit on the main 
bridge in the saucer section. 


O lt is risky separating the 
saucer section at warp 
speed, but this desperate 
maneuver is engaged with a 
skeleton crew on the Battle 
Bridge on the ENTERPRISE'S 
maiden voyage. 



the event of a partial primary computer core 
failure. The Battle Bridge is accessed from 
the main bridge by means of a dedicated 
emergency turbolift, but it is possible to reach 
the facility through the normal turbolift network 
routed through Deck 8, which presents an 
alternative method of reaching this vital 
control area. 

OrlQinul design 

The original Battle Bridge configuration 
consists of an elevated rear section housing 
three stand-alone workstations. The central 
console is operated by a standing crew 
member, while the stations to the port and 


The Battle Bridge 
is engaged when 
the U.S.S. ENTERPRISE 
NCC-1701-D is 
separated; the saucer 
section is usually 
directed toward safety, 
and the battle hull will 
gather reconnaissance, 
launch a rescue 
mission, or engage 
in tactical maneuvers. 
The Battle Bridge is 
effectively the 
command center of 
the new vessel, no 
longer a secondary 
bridge, but the crux 
for decision-making. 

starboard rear of the captain's chair provide 
seats for the crew members who are assigned 
there. The central rear station is occupied by the 
tactical officer, allowing control over offensive 
and defensive systems including the photon 
torpedo launchers. Behind this position are a 
number of smaller wall-mounted screens 
between the port and starboard entrance doors. 
The starboard rear station is not permanently 
occupied, but there is a small viewscreen 
directly linked to the LCARS system allowing 
briefings to take place on the battle bridge if 
required. The tactical officer has direct control 
over the deflector shields and phaser banks; he 
is charged with undertaking the tactical analysis 



O A small alternate display console is 
mounted on the wall of the Battle 
Bridge, to the right of the main viewscreen; 
it is used for the purposes of communication. 


O The consoles on the Battle Bridge of the 
ENTERPRISE are similar to those found 
on the main bridge: data can be accessed 
and used as needed. 
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O In the refit of the Battle Bridge, the 
captain's chair is stationed at a lower 
elevation, but keeps the same design. 


O The ENTERPRISE'S Battle Bridge has 
a more comprehensive and expansive 
diagnostic console at the tactical station 
after its systems are upgraded. 

of a situation as it develops. He is also in close 
proximity to the port workstation that is 
dedicated to external communications, and 
allows transmissions in all broadcast forms. 

The some but different 

Two main variants of the Battle Bridge have 
been installed during the operational life of the 
Enterprise, with the original configuration of 
2364 replaced by an updated swap-out module 
by the time the Galaxy-class vessel confronts 
the Borg for a second time in 2367. The design 
of the 2367 Battle Bridge dispenses with the 
central standing console, replacing it with a 
series of enlarged read-out screens directly 
behind the lowered captain's position, giving 
continual data on such systems as main power 
available to the stardrive, and operational status 
of the entire battle hull. The overall layout of the 
various command stations remains relatively the 
same, although the total area of the Battle 
Bridge is reduced in its updated form. 

The two versions of the Battle Bridge operate 
in a largely similar fashion. Twin consoles are 
again positioned to the rear port and starboard 
of the elevated entrance way; both stations are 



O On the Battle Bridge, the helm station 
is in front of the captain's chair to the 
right, and the conn station is in the 
corresponding position to the left. 



ENGINEERING A BRIDGE 


A new 
command 
station is set up in 
engineering, albeit 
limited in its access 
to the computer 
systems. 

^ \ Lt. Commander 
Data remains 
alone aboard the 
bridge, unaware 
that he is being 
beckoned by his 
believed-to-be- 
dead father. 


Reassembling 


An alternative to the main bridge and 
the Battle Bridge is assembled aboard 
the U.S.S. Enterprise NCC-1701-D in 
engineering on Stardate 44084.7, when 
Lt. Commander Data commandeers 
Deck 1 in order to obey a homing 
device leading him to his creator. 

Dr. Noonien Soong. 

The senior crew members aboard the 
main bridge are forced to evacuate when 
the computer informs them that Deck 1 
life support will fail in 30 seconds, a ruse 
to lock them out of the 
bridge. Captain Jean- 
Luc Picard orders Lt. 

Commander Geordi La 
Forge to transfer the 
helm to engineering 
in preparation for a 
saucer section 
separation. There, 
much of the work 
needs to be conducted 
manually, but the 
Enterprise crew prevail 
in another display of 
informed adaptability. 



O The Battle Bridge accommodates all the 
personnel required for the efficient 
operation of a starship, albeit in more 
austere and restrictive quarters. 

Staffed during emergency situations. The 
port workstation once again features external 
communications, controlling both audio and 
visual transmissions to and from the Battle 
Bridge. The rear elevated design in both 
versions of the bridge allows for excellent 
forward vision of the small main viewscreen 
built into the forward bulkhead of the area, with 
the captain's chair located centrally behind and 
between the helm and conn stations directly in 
front of the viewscreen. The design of the 
screen remains virtually the same in overall size, 
although the earlier viewscreen has a smaller 
red alert status indicator built into it. 

Twin seated positions at the front of the 
Battle Bridge allow for an excellent view of 
the main viewscreen, and feature a number of 
reconfigurable controls within their push-away 
rectangular consoles, although the port station 
is directly referred to as the conn in the earlier 
2364 design. The flight controller has direct 
control over warp drive systems, impulse 
engines, and navigational systems, although 
many of these are interchangeable with the 
helm to the right of this position with the close 
proximity of the two stations allowing for 
excellent communication throughout a mission. 
The 2364 Battle Bridge configuration includes 
the operation of internal communications, 
navigation, and even manual docking of the 
Battle Bridge to the saucer section from the 
forward port station while the starboard station 
acts as ops. The operations manager can 
undertake a range of duties including damage 
control, supervision of the deflectors and 
shields, power generation, and links to the 
saucer module. 


ChonQinQ siotions 

In the later Battle Bridge design some of 
these functions appear to be reversed between 
the port and starboard forward stations, with 
the port console relaying a variety of sensor 
information including the specific location of 
transmission sources on threat vessels and the 
overall status of enemy ships. The starboard 
station acts as the helm, although it also allows 
the tactical analysis of an enemy's tractor 
beams and the movement of other ships during 
a confrontation. This swapping of roles between 
the five workstations on the earlier bridge 
design, and the four consoles on the 2367 
configuration illustrates the flexibility of 
Starfleet's programmable interface design, 
a feature that is particularly important within 
the limited space allowed for the Battle Bridge. 
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SHIP: 


U.S.S. ENTERPRISE NCC-1701-13 


SYSTEM: 


BRIEFING: 

FUNCTION AND USES 


Tractor beams provide the II.S.S. EnterpriseHCC-Vfll-IJmWi the cruciol otiiliiij 
[0 monipulote objects in space via a focused beam of pravitons. Ibis sijstem has 
proven to be a life-saver on a number of occasions. 


T ractor beams have been an important 
feature of Starfleet vessels since the 
introduction of the Constitution-class in the 
23rd century, allowing starships to both attract 
and repel objects toward and away from the 
ship-based emitters. Classified as part of a 
ship's ancillary systems, significant 
advancements are intermittently made in the 
power output, efficiency, and physical 
placement of tractor beams in the design of the 
Galaxy-class vessel, as exemplified by the 
U.S.S. Enterprise NCC-1701-D following its 
launch on October 4th 2363. The varied 
operational nature of Starfleet's flagship calls for 
a wide use of this system, and ranges from the 
towing of vessels and alterations to an 
approaching body's trajectory, to holding objects 
at a fixed distance relative to the ship. 

A tractor beam is a focused graviton force 
beam whose density, reach, and intensity can 
be controlled from the ops station on the main 
bridge. Experiences with the single tractor 
beam design originally featured on earlier 
starships lead to a far wider range of emitters 
being installed at specific surface points on the 
Galaxy-class ship's outer hull, along with lower 


powered systems used in the Reaction 
Control System (RCS) and shuttlebay guidance 
controls. This configuration allows for greater 
flexibility and manipulation of an object, 
although the increased output and accuracy of 
the tractor beam system requires a far higher 
amount of energy to power them. 

Locaiino beams 

The primary tractor beam emitters for the 
Enterprise are located fore and aft along the 
keel of the engineering hull, as well as a third 
main emitter located on the forward surface of 
the interconnecting dorsal. The emitter units are 
either flush-mounted on the deck plating or 
connected to the outer hull via a rigid circular 
support beam, allowing the emitters to be 
moved through 360 degrees, although the 
angle of usage is usually far smaller. The tractor 
beam emitter located aft is the primary unit for 
the towing of vessels behind and to the side of 
the Galaxy-class ship, although the forward unit 
can also undertake this function with a more 
limited rearward angle of usage. The emitter 
casings are wedge shaped, with the actual 
emitter opening narrower than the rear section 



O The primary use of the tractor beam is 
to assist stricken vessels into moving to 
a safe harbor where they may be repaired. 

of the housing. The beam itself can be focused 
inward or outward depending on the size of the 
target object. Due to the significant mechanical 
stress and inertial potential imbalance created 
during tractor beam usage the main emitters 
are directly mounted to primary structural 
members of the ship's framework. Additional 
structural reinforcement and inertial potential 
cancellation can be generated by routing the 
emitter into the ship's structural integrity field 
network. 

HddlHonol [rocior components 

The main emitter units have the greatest 
range and power output, and while the 
secondary emitters have lesser performance 
ratings their value to the Enterprise is no less 
important during the routine function of the 
ship's missions. The RCS is designed to provide 





The aft tractor beam emitter aboard the GALAXY-class U.S.S. ENTERPRISE NCC-1701-D is located on the underside of the stardrive 
section, just forward of the warp nacelles. W/hen activated, the tractor beam manifests as a focused blue stream of energy that can 


latch onto another vessel or spatial hazard in order to maneuver it into a safer location. 
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O The U.S.S. ENTERPRISE NCC-1701-D emits a forward tractor beam from Deck 28. The 
beam is composed of a focused linear graviton force beam that is used to physically 
manipulate objects across short distances by pushing or pulling them. 


low-velocity attitude and translational control for 
the ship during its normal docked configuration, 
with precision mooring within close-quarter 
maneuvers, and docking stations made possible 
by the employment of RCS mooring emitters 
located fore and aft of the port and starboard 
sides of the saucer section, fore and aft on 
either side of the engineering hull's midline, and 
the rear upper and lower outer surfaces of the 
warp nacelles. These low output tractor beam 
units allow the starship to carry out fine docking 
maneuvers when starbase-equi valent mooring 
beams are not available to carry out this 
function, a system very similar to the third 
kind of tractor beam incorporated into the 
Enterprise's design. 

Positioned directly below the exterior 
entrances to the main shuttlebay aft of Deck 4 
and Shuttlebays 2 and 3 to the rear of Deck 13 
on the dorsal area of the engineering hull are a 
series of precision short-range tractor beam 
emitters that are computer controlled under the 
direction of the flight deck officer. Additional 
emitters are situated inside the shuttlebays and 
permit the safe maneuvering of shuttle vehicles 
within the 350 meter approach zone. 

Tractor beams can be used in order to 


immobilize an object, or prevent a smaller 
vessel from escaping, so the emitters are often 
targeted by weapons or subjected to various 
amounts of damaging feedback energy. 
Attacking the main emitters can prove to be 
less of a threat to the Enterprise as the damage 
is relatively localized to that area, whereas 
feedback surges can overload a number of vital 
internal systems and the EPS connections 
feeding them. 

Monipuloiion of strength 

Under normal operating conditions tractor 
beams generate an interference pattern on the 
surface of the target object, with the strength 
of this pattern directly determined by the size 
and distance of the target from the emitter, as 
well as the intensity of the beam governed by 
the amount of available power. Manipulation of 
the focal point on the object's surface alters the 
interference pattern generated, and results in 
the target being drawn toward the ship. 

The limitations of the Enterprise's emitters 
are well known to its chief engineer, Lt. 
Commander Geordi La Forge, but he is 
nevertheless successful in enhancing the 
system in 2368 when developing a multiphase 


O The ENTERPRISE pushes the U.S.S. 

TSIOLOKOVSKY NCC-53911 into the 
path of exploded star material in 2364. 


tractor beam with the help of Hannah Bates 
of Moab IV's Genome colony. Their 
modification allows warp power to be 
channeled into the tractor beam with increased 
efficiency, resulting in the diversion of a 
potentially catastrophic stellar core fragment 
away from the colony. 


Limirotions 

Inversion of the projected emitter pattern 
can repel an object away from the Enterprise, 
although some objects prove to be too large 
in size to be directly manipulated by a single 
tractor beam. This is illustrated on Stardate 
43539.1 when an attempt to alter the orbit of 
a descending moon on Bre'el IV fails due to 
insufficient beam power. This is a perfect 
example of the limitations of even the most 
powerful tractor beams - they have a finite 
operating range, even though the lift capacity 
of a tractor beam can be increased through the 
use of phase-conjugate graviton emitters. 
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ARMORY 

DECK 7 


The IJ.S.S. Enterprise IIICC-171I1-E is equipped uiiih some of the 
mosi odvonced meoponrq ever insfolled aboard a Federation 
vessel. This includes a shipboard armory containing all of the 
handheld meapons needed to repel any invaders mho may 
succeed in boarding the starship. 

D uring 2372 Starfleet introduces the state of 
the art Sovereign-class vessels in direct 
response to the threats posed by the Borg 
and the Dominion, with ships such as the 
U.S.S. Enterprise NCC-1701-E featuring the 
most up-to-date offensive and defensive 
systems available. Its subsequent pursuit of the 
Borg back to Earth in the year 2063 to prevent 
humanity's assimilation in the past results in 
Starfleet's flagship being partially assimilated by 
a number of drones under the control of the 
Borg Queen - despite the destruction of the 
Queen's Borg Sphere. In addition to the 
enhanced ship-based phasers and quantum 
torpedoes, the Enterprise features a storage 
area for the most advanced handheld 
weaponry, such as the newly developed Type 
3a compression and Type 3b phaser rifles 
that feature the first true transitional-phase 
pulse accelerators, and hot swappable single 
or double power cells. The Type 3 phaser rifles 
can be programmed to fire on a rotating 
modulation frequency, giving an initial tactical 
advantage when fighting the Borg; these 
weapons cease to be effective once the 
Borg have adapted, and the Queen nearly 
succeeds in her alteration of the Alpha 


O The armory features 
racks of phaser rifles, 
thus providing the Starfleet 
crew with instant access to 
their most powerful 
handheld weapons in the 
event of a crisis. 

Quadrant's history. 

The extremely dangerous nature of Starfleet 
small arms requires their storage to be 
designed with maximum security as a priority, 
and admission strictly limited to the armory 
under normal operating conditions. 
Unauthorized drawing of these weapons could 
present a significant security hazard to the ship 
and crew, and the destructive potential of the 
large number of fully charged power packs 
could also cause considerable damage in the 
case of an accident; as such, the armory has to 
be designed to offer a high degree of internal 
structural protection. 



Fire m fundumentols 


During scenarios in which the stockpiles of 
weapons are required, the armory can be 
quickly reached in its location on Deck 7, 
Section 31, which places it above Main 
Engineering on Deck 16 (otherwise access to 


the arsenal would have been impossible during 
the Borg occupation of the vessel). Unlike 
many areas of the Sovereignclass vessel that 
boast relatively luxurious surroundings and 
working conditions, the armory has a functional 
and utilitarian design shared by other 
specialized storage areas. The interior layout 
is calculated for ease of access to the phaser 
rifles and power cells securely stored within 
the facility. The lighting level is kept to a bare 
minimum, with the weapons racks illuminated 
from high ceiling panels directly above, and a 
number of lower rectangular panels built into 
storage chambers to the rear of the room. 
Secondary lighting is generated by small lamps 
set into some of the storage chamber support 
buttresses, and in a red alert condition a scarlet 
glow is cast on many of the interior walls by 
the indicator lamps built into the lower part of 
the bulkheads. 

Recess Fo uieopons 

The Enterprise's armory is reached by a set 
of sliding doors that can be operated by a small 
control panel inside the doorway. These open 
into a rectangular, split level room in which a 
series of floor level storage shelves and racks 
are arranged in two rows. In times of crisis a 
large number of personnel may be required to 
quickly enter and exit the armory, so the 

O Captain Picard makes use of the table 
in the armory to display a large PADD 
on which he reveals his plan to remove the 
Borg threat from engineering. 



O The armory can also be used to plan tactical procedures; during the Borg invasion 
of the U.S.S. ENTERPRISE NCC-1701-E, Captain Jean-Luc Picard briefs his officers 
on how they plan to destroy the drones that have infiltrated Main Engineering, as Lt. 
Commander Worf hands out phaser rifles in preparation for the upcoming conflict. 





























^ The Phaser rifles in use aboard the ENTERPRISE 
in 2373 feature sturdy construction and an 
ergonomic design in order to provide more 
comfortable handholds for officers using them. 


U.S.S. ENTERPRISE NCC-iTOi-E 


Reodijfor bottle 

Personnel entering the armory have the 
ability to access the exposed power packs and 
weapons resting within the waist-height bench 
immediately, with vertical weapons racks 
located on the other side of the room, and at 
one end of the maintenance table situated 
centrally. The weapons racks are constructed 
from a molded transparent material, and 
consist of long horizontal sections with inwardly 
angled slots cut into their forward edges that 
support the upper barrel of a phaser rifle 
without impeding the fast removal of the 
weapon from its resting place. Narrow vertical 
supports maintain the set height of the 
horizontal resting slots, and are strong enough 
to support the weight of several rifles when the 
rack is fully occupied, and sturdy enough to 
withstand the repositioning of the weapons 


O The individual phaser 
rifles are held 
upright in their racks by 
transparent supports. 

They can easily be pulled 
free when urgently 
required for action. 

once they have been used. Situated directly in 
front of the racks is a low, wide table with a 
metallic upper surface that allows repair work 
or loading to be carried out on the variety of 
weapons within the arsenal; this can also be 
used to carry out impromptu emergency 
briefings similar to the one conducted by 
Captain Jean-Luc Picard in an attempt to stop 
the Borg's assimilation of the Enterprise. An 
enlarged flat-screen PADD is employed by 
Captain Picard to discuss the best tactics in 
their battle with the Borg, with the low angle of 


the table allowing several crew members to 
clearly see the computerized display built into 
the large rectangular screen of the unit. 

Positioned directly behind the maintenance 
table to the rear left of the armory is a small 
low ceilinged chamber offering additional 
weapons storage. A second level can be 
accessed via a vertical set of open ladders 
running up the narrow section between the 
storage chamber and the bulkhead wall, 
although it is unclear what equipment is 
stored within this additional location. 


POTENT WEAPONS 


First line Of defense 

Starfleet makes a concerted effort to outfit 
its vessels with the most powerful weapons 
available before launching them on 
potentially hazardous deep space missions. In 
the case of the U.S.S. Enterprise NCC-1701-E, 
this proves to be a most important auxiliary 
system - especially when the vessel is the 
subject of a takeover attempt by the Borg. 

The phaser rifles carried aboard the 
Enterprise have been designed with the Borg 
threat in mind, and as such, they feature a 
rotating beam frequency in an attempt to 
evade the collective's ability to adapt. This 
allows the Starfleet crew to fire upon Borg 
drones and safely disable them without 
worrying that they will be able to match 
the beam's output and thus provide an 
effective defense. 


^ Captain Picard and Lt. 

^ Commander Data carry 
phaser rifles as they prepare 
to face the Borg. 

^ All Starfleet officers are 
^ trained to use these 
powerful weapons if they 
are called to bear arms. 
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_ Captain Picard also carries a hand 
^ phaser in addition to the rifle, thus 
providing an additional line of defense. 


doorway is designed to provide the fastest 
egress. The interior bulkhead walls are formed 
by a series of large, light gray metallic panels 
with narrow vertical louvers set into them, 
providing a tough and easy to maintain surface 
that will not be damaged when heavy or bulky 
equipment may be placed against it during 
routine maintenance or emergency repair of 
weaponry. Positioned on the left hand side wall 
very close to the entrance are a series of low 
benches, with open storage containers resting 
on top of the upper surface, which is formed by 
twin horizontal beams with deep surface 
grooves similar to the vertical wall panels. 
Situated between the double sets of supports 
is a narrow red alert status bar running the 
entire length of the bench, which is activated 
when the ship enters an emergency situation, 
and while there is no audible alert signal within 
the arsenal, the visual indicators are highly 
effective and easy to see. 


O The armory is a spacious, if somewhat 
dark facility. There is plenty of room for 
a number of crew members to enter in order 
to prepare their weapons for use in the 
expectation of combat. 

O Lt. Commander Worf takes each phaser 
rifle from the racks, and hands them to 
the waiting officers. It is the responsibility 
of each crew member to ensure that their 
weapon is primed and ready for any 
potential hostile situations. 


























d I.R.W. KHAZARA 


I.R.W. AAAKAia 


Members of the underground Romulan movement 
pushing for reunification with Vulcan orchestrate a 
daring coup when they enlist the unwitting I.R.W. 
Khazara in their scheme of 2369. Commander 
Toreth is hardly a conspirator, but her first officer 
N'Vek is, and he smuggles aboard three 
sympathizers - none other than the Romulan vice¬ 
proconsul and two aides, their bodies in stasis and 
disguised as cargo. N'Vek kidnaps and surgically 
alters Counselor Deanna Troi to act as a Tal Shiar 
officer to oversee the cargo. The plan nearly 
collapses when N'Vek dies in the exchange; Toreth 
learns of the plot, but is unable to prevent it. 


Tal Shiar combat troops crew the IR.W. Makar when it joins 19 other rogue Romulan 
and Cardassian Obsidian Order ships amid a joint fleet bent on annihilating the 
Founder's homeworld In 2373. Retired Cardassian spy chief Enabran Tain organizes the 
sneak attack, but despite the sharing of cloaks with the Cardassians the fleet is wiped 
out in a massive Jem'Hadar counter-attack after the invaders realize they have targeted 
a deserted world. A shapeshifting Founder easily penetrates the scheme early on, and 
the Makar is one of the first Romulan Warbirds destroyed in the debacle. 


I.R.W. TERIX 


Thanks to the Romulan spy network, the I.R.W. Terixls on hand in 2370 when the hunt 
widens for an experimental Federation starship reported to have become embedded in 
an asteroid while testing an illegal phasing cloak years earlier. Commander Sirol 
provides a cagey foil while dogging the U.S.S. Enterprise NCC-1701-D in its search for 
the U.S.S. Pegasus NCC-53847, but he is ultimately distracted. This may be the reason 
why Commander Tomalak has charge of the ship only weeks later, when the Terix 
leads four Warbirds along the Neutral Zone border in response to the irregularities 
in the Devron System during Q's anti-time trick on Captain Jean-Luc Picard. 


The LR.W. TERIX is alleged 
T to be on a routine patrol of 
the Neutral Zone that buffers 
Romulan and Federation space, 
but it is clear this ship is hunting 
for the long lost U.S.S. 

PEGASUS NCC-53847, which is 
reported to be trapped in an 
asteroid field. The ROMULAN 
WARBIRD covets an 
experimental phasing cloak, 
developed in violation of the 
Treaty of Algeron. 


The I.R.W. KHAZARA is a D'DERIDEX-class 
T Imperial ROMULAN WARBIRD. It is secretly 
enlisted to facilitate the defection of Vice- 
Proconsul M'ret to the Federation. 


Commander 
f Sirol sits on 
the main bridge 
of the TERIX; the 
command center 
behind him 
appears to be 
dimly lit, making 
it difficult for 
anyone to discern 
the details of the 
technology and 
staffing protocol 
on board when 
onscreen. 


The design aboard the LR.W. KHAZARA 
reflects the Romulan taste for clean angles 
and monochromatic colors; shades of gray and 
beige predominate, while some lighting is green. 




THE ROMULAN FL 

























































































[l.R.W. yMETHf 


UNKNOWN 


In 2364, this l/l/arb/rd became the first vessel of its 
class ever to be seen by Federation eyes, and the 
first Romulan voice to emerge from nearly 54 years 
of isolation, when it meets the U.S.S. Enterprise 
NCC-1701~D \n a prearranged rendezvous along the 
Neutral Zone. Tebok and his subcommander, Thei, : 
discuss the mysterious signs of scooped up Romulan 
border colonies, but they learn Federation colonies 
have met similar fates. Within the year all will discover 
that it is a sign of attacks by the Borg. 


In 2374, the l.R.W. FMef leads a squadron 
of three Warbirds to take custody of the 
captured Starfleet prototype, the U.S.S. 
Prometheus NCC-59650 for the Tal Shiar. 
The prize vessel, which is confirmed to 
employ a revolutionary multi-vector assault 
mode, has been commandeered on its test 
flight by a force of 27 regular-service 
Romulans under Commander Rekar. Two 
Emergency Medical Holograms hold off the 
attacking Warbirds, however, by employing 
the multi-vector attack mode until three 
starships can arrive on the scene. The TMet 
may have been the one l/l/arb/rc/destroyed in 
the encounter before the survivors withdrew. 


iMr This ROMULAN WARBIRD 
ventures into the restricted 
Neutral Zone, breaking decades of 
self-imposed isolation by the 
Romulan Star Empire. 


The 

? Romulans 
uncloak their 
WARBIRD in 
front of the 
U.S.S. 

ENTERPRISE 
NCC-1701-D 
on the cusp of 
Federation 
territory. 
Captain Jean- 
Luc Picard 
suggests that 
this is an act of 
aggression, but 
Commander 
Tebok reveals 
they are 
holding an 
investigation, 
and mentions 
that they have 
been negligent 
- but are back. 


The LR.W. TMET may be the 
T unidentified ROMULAN WARBIRD 
that is destroyed in 2374. Taking into 
consideration the massive size and power 
of this class of vessel, it is quite a feat. 


UNKNOWN 


UNKNOWN 


In response to the Romulan High Command engineered defection of Admiral 
Jarok in 2366, these two Warbirds, under the flag of Commander Tomalak, 
initially pose a serious threat to the U.S.S. Enterprise NCC-1701-D when they. 
demand Jarok be returned. Fortunately, the plot to reveal Jarok as a traitor is easily 
exposed, and the Warbirds are chased away thanks to the timely arrival of allies; n; 
three cloaked Klingon Birds-of-Prey. .. . . :, 


This Warbird decloaks near the U.S.S. Enterprise NCC- 
1701-D and fires while both ships are within the black 
void inhabited by the alien entity Nagilum. The 
Romulan ship is, however, discovered to be merely one 
of Nagilum's illusions after it is destroyed with one hit 
from the Enterprise, and leaves no debris. 


ROMULAN WARBIRDS ^ 
? are nearly twice the 5 
length of a GALAXY-class 
starship, and pose a near ^; 
insurmountable challenge. 

Even the mighty 
T Romulan D'DERIDEX- I 
class vessel is not a match for 
the ENTERPRISE and three m 
KLINGON BIRDS-OF-PREY. 


iiMr ROMULAN WARBIRDS have attained notoriety 
T as a dreaded foe - Nagilum uses its likeness to 
attack the U.S.S. ENTERPRISE NCC-1701-D. 
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STARFLEET PER^ffl^NEL 



Deanna Troi & Pathfinder Proiect 



Counselor Troi's warm 
face and happy smile is 
an instant indication of 
her pleasure at seeing 
her old friend and 
colleague, Reg Barclay. 


Troi is quick to 
recognize that 
Reg is troubled. 
She swiftly 
assumes her 
mantle as his 
counselor, ^ 
and listens as I 
he relates his 1 
problems. m 


Deanna exhibits a high 
I degree of patience and 
L. understanding as 
she continues 
listening to Reg. 


Troi sits quietly 
on a couch as 
Reg explains 
the events that 
have led to 
him being 
removed from 
; Pathfinder. 


Counselor Deanna Troi juQQles her responsibilities as a member of the (1.5.5. 
EfiterpmeHCC'17111'Ezm inith a special connection to Starfleet's pioneering 
Pathfinder Project. This association comes via her friend, Lt. Reginald Barclay. 


T he Pathfinder 

Project is one of 
Starfleet's nnore 
ambitious endeavors, 
it is set up in 2376, 
and aims to find a 
way to estabiish 
contact with, and bring 
home the 'iost' starship 
U.S.S. Voyager NCC- 
74656. Most Starfieet 
officers are aware of the 
famous ship that was iisted 
as missing in action, but 
then made contact with 
Earth three-and-a-half years 
iater. it is actualiy on the 
other side of the Gaiaxy, 
piowing through the 
treacherous reaches of 
the Delta Quadrant. 

R friend in need 

Counselor Deanna Troi's 

knowledge of the 
Pathfinder Project is 
substantially extended in 
mid-2376 when she visits 
Lt. Reginald Barclay, an 
old friend and U.S.S. 
Enterprise NCC-1701-D 
colleague, and one of the 
key Pathfinder staff. He 
asks her to come and 
spend some time with him 
while the U.S.S. Enterprise 
NCC-1701-E \s in Earth 
orbit. He has been 
temporarily removed from 
his position on the project 
because of his obsessive 
and erratic behavior - and 
as he has always relied on 
Troi's counsel and good 
sense, he turns to her. 

Troi is a little lost in 
Barclay's technobabble 
regarding Pathfinder's 
specific details, but she can 
certainly empathize with 
the close feeling he has 
developed for Voyager's 
crew. She rejects Barclay's 
suggestion that she could 
talk to Admiral Paris, the 


Starfieet officer in overall 
charge of the project, in 
her official capacity as a 
counselor. He wants her to 
tell Paris that she considers 
Barclay psychologically fit to 
return to work, but this 
request places Troi in a 
quandary: she knows that 
Pathfinder and Voyager's 
recovery are important, but 
she also questions her 
friend's well-being if he 
returns to his duties. She 
does, however, request a 
temporary leave of absence 
from Captain Jean-Luc 
Picard to help further. 

Troi discovers a lot more 
about the Pathfinder 
project, its personnel, and 
all the intricacies of 
attempting to reach the 
distant starship by talking 
with Barclay. She 
celebrates with him when 
Starfieet finally makes audio 
contact with Voyager. 

Rolo-conlocI 

She also learns a great 
deal about Voyager from 
Barclay's many tales of his 
encounters with the crew's 
holographic counterparts on 
the holodeck. She even 
visits the starship itself - or 
rather, a holographic version 
programmed by Barclay, 
and in which he spends an 
inordinate amount of time. 
She simply claims that she 
"likes it" when she gets 
her first look at Voyager. 

Counselor Troi moves 
one step closer to the 
Voyager crew toward the 
end of 2376, when she 
meets the vessel's unique 
Emergency Medical 
Hologram. She is 
contacted by Barclay for 
professional help regarding 
the mental state of Dr. 
Lewis Zimmerman, the 


Counselor Deanna Troi IS 
conlacted bij LI. Reginalrl Borclaij 
regarding his enforced leave from the 
Pathfinder Project Barclaij calls upon 
her services again several months 
later, urhile visiting Jpter Moo. 

Troi is enlisted bgBarclaij to 
help determine the uihereabouts of 
his missing hologram. Sbe exposes his 
former girlfriend. Leosa. as being in 
league uiith a Ferengi trader. 

’Pathfinder [VOV]: life 
Line'[VDV];'Inside Han'[VOY] 


A Deanna Troi is a close friend and 
^ therapist of Lt. Reginald Barclay. It 
is through him that she comes to play a 
pivotal role in the Pathfinder Project that 
seeks to contact the U.S.S. VOYAGER 
NCC-74656. 


COMPASSION 

































PERSONNEL FILES 


FILE 43 [card sod 

_ ^.-.- -j ... 


Deonno Troi & PaHifinder Project 




Deanna listens to 
the inconsolable 
Reg as he bemoans 
the catastrophic 
hijacking of his 
holoprogram. She 
knows that he 
needs to vent his 
feelings regarding 
his involvement. 


rew Troi interviews Leosa, 

for Barclay's ex-girlfriend, 

s to and uncovers her ulterior 

motives. 

instead encourages him to air his 
underlying suspicions that his 
former girlfriend, Leosa, had 
something to do with the breach 
of security. She cuts short her 
vacation to support him when he 
makes his report to his superiors. 


★ fl iiiell executed ruse 

Lt. Barclay, Counselor Troi, and 
Admiral Paris celebrate the 
doublecross of the Ferengi pirates. 

also present at the moment the 
plot is foiled. 

Troi returns to her duties aboard 
the Enterprise, satisfied in the 
knowledge that she has been an 
important cog in the machine 
moving ever closer to bringing 
Voyager home. 


Troi informs Paris that Leosa is a 
Ferengi operative and she was 
collecting information from Reg. 

searching. 

The counselor is given apparently 
unrestricted access to the 
Pathfinder project command 
center, where she continues to 
provide an ear and the voice of 
reason for Barclay while he tries to 
fathom the Ferengi plan. She is 


Troi takes time out from her 
vacation in order to listen to 
Barclay's worries in 2377. 


Barclay tracks Troi to 
her vacation resort, 
where she is awaiting 
the company of her 
lover. Will Riker. 


EMH THERAPY 


Lt. Barclay's plea for Deanna Troi to join him on Jupiter Station 
to help sort out the friction between the 'outdated' Emergency 
Medical Hologram and Dr. Lewis Zimmerman in 2376 provides 
an intriguing case for the counselor. She compares notes with 
the EMH on Zimmerman's emotional state - particularly the 
agoraphobia, paranoia, and antagonism he has manifested 
since discovering he is suffering from a terminal illness. 

Despite swiftly forming the opinion that the pair of them are 
"Jerks," she is able to build some bridges between the two by 
helping each to see the situation from the other's point of view. 
She asks the EMH how he would feel if an engineer from a 
century before were the only one who could fix his program - 
specifically, would he feel comfortable letting someone so 
'primitive' work on him? Troi helps to resolve the situation by 
pumping Zimmerman's holographic assistant, Haley, for 
information about the doctor's history, thus helping to explain 
his behavior. She then dreams up a scheme to infect the EMH 
with an algorithm designed to disrupt his matrix, forcing him 
and his ailing creator to face up to their familial feelings for 
each other. 


Counselor Deanna Troi 
makes the acquaintance 
of the Doctor on JUPITER 
STATION. It is not a 
pleasurable experience. 


Deanna's experience with 
convoluted familial 
relations and eccentrics 
helps reconcile the doctors. 
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Lt. Joseph Carey is one of the senior enQineerino staff aboard the U.S.S. Voyager NCC-7465S. He is a valuable crem member 
and on friendlij terms mitb manij of tbe bridge crem during tbe long voyage bacH to Eartb - but be sadly does not maHe it to 
the triumphant end of the road. 



Carey is a valued 
member of tbe 
VOYAGER crew, and 
he remains his own 
man. 


Carey wants to make a good 
impression on his new boss. 
Captain Kathryn Janeway 
she tells him to relax. 


Carey expresses his interest in 
acquainting himself further with a 
pretty blonde ensign; he seems eager 
to adapt to life away from marriage. 


Carey is inoculated against antimatter 
radiation for his away team mission to 
retrieve the FRIENDSHIP ONE probe 
on a seemingly uninhabited planet. 


L t. Joseph Carey is 

assigned to the 
U.S.S. Voyager 
NCC-74656 as part 
of its original crew 
roster. He comes 
aboard ahead of 
senior staff such as 
Captain Kathryn 
Janeway, while the vessel 
is still docked at the Utopia 
Planitia Fleet Yards. He is 
assigned to engineering, 
and he appears to assume 
command of the 
department in the absence 
of the chief engineer. 

He meets Janeway when 
she comes to engineering 
during her first inspection 
tour. The moment is 
marred, however, by 
one of the 
ship's 


EPS relays going off-line. 
Carey appears to feel 
personally responsible 
because Voyager's first 
malfunction occurs during 
his watch; he assures the 
captain that he tested the 
systems himself that 
morning. She appreciates 
his diligence, but 
nonetheless tells him 
to relax. 


Flirty family mail 


Carey has a family - a 
wife and two young sons - 
and he admits to missing 
them terribly when events 
conspire to wrench Voyager 
over 70000 kilometers into 
the Delta Quadrant during 
its maiden voyage. He 
mentions them every so 
often; he comments 
at one point that 
when his wife 
was pregnant, 
she did not like to 
be coddled. 

The lieutenant's 
marital status 
does not prevent 
him from 


colleagues. His manner and 
body language suggest, 
however, that he is 
attracted to Jameson, and 
eager to strike up a rapport 
with her in particular. He 
asks if she needs help with 
her current task - realigning 
the EPS manifolds - and 
when his offer is refused, 
he suggests that they might 
see each other in the mess 
hall at a later point. 

His disappointment when 
he discovers that Jameson 
is not part of Voyager's 
regular crew is obvious. He 
promises that next time he 


is in the neighborhood he 
will drop by and say hello. 
This opportunity is unlikely 
to transpire - Voyager w\\\ 
not be in the vicinity for 
another seven years, and 
Jameson is actually future 
Voyager c^esN member 
Seven of Nine on a covert 
temporal mission. 

Carey's duties often take 
him out of engineering. He 
is witness to a bizarre 
moment with Lt. Tuvok 
while working at a console 
in Cargo Bay 2, some two 
months into Voyager's 
journey back to the Alpha 


pursuing a flirtatious, or 
perhaps even promiscuous, 
agenda. This trait comes to 
the fore when he greets an 
attractive ensign who visits 
engineering before Voyager 
leaves Utopia Planitia. He 
notices the tall, blonde¬ 
haired officer. Ensign Anna 
Jameson, and immediately 
introduces himself. 

He adopts a light, 
informal tone, and attempts 
to disguise his interest with 
claims that he is trying to 
get to know all of his new 


HN ENGINEER 


Joseph Corel] 

Humon mole 

Senior enyineer on lhel/.S.$. 


Norrietl iiiilh luio young sons. 

Lt Corey's fomilij remoins 
in Ihe HIpho Ouodront ond he misses 
Ihem deorly. Over seven yeors. he 
mohesfreyueniremorhs os to their 
hehovior ond yuirhs. 

'Friendship One' [VOY] 


^ Joseph Carey is a dedicated Starfleet 
officer who works as part of the team, 
and sets his ambitions aside for its greater 
good - he adapts to the long journey home. 
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^ lllooicol 

Lt. Carey is unsure as to why Lt. 
Commander Tuvok is suffering 
disorientation in Cargo Bay 2. 



Lt. Carey receives rudimentary 
emergency medical care from 
Tom Paris. 


Carey prepares to be beamed 
back to VOYAGER, unaware that 
he will be dead on arrival. 


rinnotsecuriti|.rinius[ 
[filing [0 gel In hnoin nil 
[he nein faces around 
here." 

Lt.Joe Careij miilies a none-too-subtle 
pass at an attractive ensipn during the 
(I.S.S Voyager HCC-74656's earlij dags 




Quadrant. Tuvok's obvious state of 
disorientation gives Carey cause for 
concern, and he asks the Vulcan 
officer if anything is the matter. He 
can see nothing out of the ordinary, 
but Tuvok is experiencing potent 
glimpses of Voyager's future after 
coming into contact with the 
vengeful Ocampa crew member 
Kes, who has traveled back in time 
from 2376. 

Rmoij teom odventurer 

Carey also joins occasional away 
missions. The most fateful of these 
comes in late 2377, when he is 
chosen as part of a team 
assembled by Commander 
Chakotay to retrieve the remains 
of the Earth deep space probe 
Friendship One. The probe was 
launched from Earth in 2067, just 
four years after First Contact with 
the Vulcans, and it has touched 
down on a world in the Delta 
Quadrant. 

The officer joins Chakotay, 

Neelix, Ensign Harry Kim, and Lt. 
Tom Paris on the mission, for 
which he must be inoculated 
against the planet's high level 
of radiation. He makes light 
conversation with the Emergency 
Medical Hologram during this 
procedure, commenting that the 
usually curt Doctor seems to be 
in a good mood. 

Carey fulfills certain navigational 
functions aboard the Delta Flyer, 
such as localizing Friendship One's 
energy signature to within 3000 
kilometers. He also points out, 
rather superfluously, that the planet 
is inhabited when extensive urban 
development becomes visible. 

Carey, like the others, dons an 
environmental suit to investigate 
what is left of the probe. He uses 
his tricorder to scan the area and 
look for life signs. His party - 
comprising Paris, Neelix, and 
himself - enters a cave system, 
which Carey points out would have 
been a logical refuge for the 
indigenous people, as the 


magnesite in the cave structure 
would have provided partial 
shielding from the radiation. He 
recognizes certain pieces of 
equipment in a laboratory set-up 
that the group unearths. These 
include particle scanners and circuit 
analyzers, most of which are still 
functional. He deduces that the 
planet's people were engaged in 
studying Friendship One. 

Carey and the others are taken 
prisoner by the wounded remnants 
of that population shortly after. 

They subject the lieutenant to a 
harsh beating when he attempts 
to explain that a mistake has been 
made, leading Paris to voice 
concerns that he may have 
suffered a concussion. Carey is 
also the first to feel the effects 
when the radiation inoculation 
begins to wear off. 

Finol hours 

The three crew members are 
held hostage to ensure that 
Voyager makes reparations for the 
suffering the planet's civilization 
endured, stemming from 
Friendship One's arrival. Captain 
Janeway attempts to extend an 
olive branch, and organize an 
exchange of one prisoner for a 
package of food and medicine - the 
first step in an effort to establish 
some mutual trust between her 
and the indigenous leader, Verin. 

Carey is apparently chosen as 
the hostage to be released, and he 
sets up the transport enhancers - 
Verin has others ideas. He 
apologizes for the action he is 
about to take, and fires on Carey 
as the beam-out begins. The 
lieutenant is killed instantly, and 
the EMH cannot revive him. 

Carey's death is a ruthless 
demonstration that the people 
of this world hold Voyager 
accountable for the hardship that 
humanity unwittingly foisted upon 
them. It is also a tragic, empty act 
that arises from a terrible mistake, 
and a refusal to trust. 


Dea[[iin[[ieVearof[lel[ 

Lt. Joe Carey meets an unexpected fate in an alternate future 
experienced by the Ocampa woman Kes in 2373. It is dubbed 
the 'Year of Hell' by some of the crew due to the constant 
battering the U.S.S. Voyager NCC-74656 takes at the hands of 
the Krenim Imperium, and their deadly chronoton torpedoes. 

The ship's main computer and the Doctor's program are off-line 
for months during the barrage, and life support is only able to 
be maintained on three decks out of Voyager's 15. Carey is one 
of the many casualties, along with Captain Kathryn Janeway 
and Lt. B'Elanna Torres, during this dark time line. 

< Neaponri] 

A Krenim torpedo gets stuck in 
a Jefferies tube; later, temporal 
shielding is developed from data 
gathered here. 


ALTERNATIVE DEMISE 


> Explosion 

An explosion in 
Main Engineering 
is a huge blow to 
the VOYAGER'S 
operations - it 
kills Lt. Joseph 
Carey. 


★ Hoslape 

Lt. Carey is essentially a prisoner 
of war in the caves he shares 
with his radiation ravaged 
captors. 

it Relalialorii Rill 

Carey is transported aboard the 
U.S.S. VOYAGER NCC~74656 
moments after his cold-blooded 
murder - he cannot be revived. 
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OTHER CHARACTERS AND LIFE FORMS 




Altovar remembers Quark's 
black market days during the 
occupation, and asks him for 
some biomimetic gel. He is out 
of luck ~ its sale is illegal 
under Federation law. 




^ Altovar is a scheming mercenary trader- 
willing to use physical and psychological 
violence against anyone who does not bend to 
his reptilian will. 




mtovor 


Altovar is o Lethean trader uiilh the abililii to instill a telepathic stioch to tils victims. For Dr. 

Jnlian Bashir, this leads to a coma in uihich he mast decipher different aspects of his personalitii. 


43 ■ GORAN'AGAR 


49 ANAYA 


74 JEYAL 


STARTRE 


DEEP SPACE NINE.^::::^:He 70 


n itovar is a large, 

hulking Lethean, a 
humanoid species 
with telepathic 
abilities. Letheans 
usually act as 
mercenaries and 
traffickers for whoever 
might hire out their 
services. Altovar is a trader 
and smuggler of highly 
illegal substances, and his 
threatening appearance and 
muscular body are 
powerful assets to have 
in his line of work. 

One mean customer 

Altovar is dressed in a 
long padded leather jacket 
with a thin chain-linked 
armor lining that raises to 
form a collar around his 
massive neck. This is a 
much-needed form of 
protection for the smuggler; 
it is light and flexible and 
does not restrict the 
wearer's movement. The 
leather also helps muffle 
the sounds created by the 
chainmail when Altovar is 
relying on his stealth. 

Altovar's towering 
hairless frame is topped 
with a long elevated ridge 
that begins from the nape 
of the neck and 
circumvents his entire skull, 
ending in what appears 


similar to a reptilian beak. 
His skin is a dark tan color, 
with shaded blotches 
starting at the raised lumps 
where his ears would be. 
Altovar's leathery skin 
stretches over the many 
bumps and ridges that r 
across his face, but left 
exposed are two large 
tusks that protrude from 
the sides of his cheeks. Six 
similar, but smaller tusk-like 
protrusions are also visible 
from the bridge of the nose 
to the bottom of his chin. 
Altovar has a horrific glare, 
staring with his blood-red 
eyes at anyone who is 
willing to challenge him. 

Nenoce 

Altovar has no need for 
melee styled weapons, 
relying mainly on his 
strength and his large talon¬ 
like hands; these have an 
extension from his thumb 
and an elongated little 
finger, thus creating a 
menacing cutting grasp. 
Altovar also has two talons 
protruding from the top of 
his hands which can be 
used to stab his victims 
with devastating results. 

Altovar's primary form 
of attack is an annihilating 
telepathic shock; this surge 
of energy causes the victim 


to lose consciousness and 
fall into a deep coma - the 
telepathic shock usually 
proves fatal. The Lethean 
are also able to use their 
telepathic abilities to render 
the victim unconscious 
while they probe their mind 
for information that they 
wish to steal either for 
themselves, or 
surreptitiously offer for sale. 

The purpose of Altovar's 
visit to Deep Space Nine in 
2371 is to procure some 
highly dangerous 
biomimetic gel. Knowing 
that Quark had run a black- 


market business during the 
Cardassian occupation of 
the station, Altovar first 
attempts to purchase the 
gel from the Ferengi 
directly. Informed by Quark 
that he does not have the 
substance, Altovar is 
persistent, and demands 
that he be taken to see Dr. 
Julian Bashir. Bashir is 
instantly suspicious of the 
Lethean, and when Quark 
informs him that Altovar 
wishes to purchase a few 
hundred milliliters of 
biomimetic gel, the doctor 
reminds the both of them 


★ lemper 


★ 


Force 


Altovar demands 
Quark lead him 
to the doctor for 
the gel. He 
refuses to take 
no for an answer. 


that the sale of the 
substance is strictly 
forbidden by Federation 
law. Altovar insists that he 
is willing to pay whatever is 
necessary, but Dr. Bashir 
refuses to sell the 
biomimetic gel at any price. 

Forcing Ihe issue 

Altovar walks away from 
his brief meeting with the 
station doctor, and is visibly 
angered. The Lethean is 
now desperate to obtain his 
illegal contraband, and while 
Dr. Bashir is still at the 
replimat finishing his 

it On displog 

All of the 
display screens 
in the DEEP 
SPACE NINE of 
Bashir's mind 
show his 
unconscious 
real-world form 
in the infirmary. 




Altovar struggles with the 
comparatively diminutive 
Dr. Bashir in the infirmary. 
He uses his lethal 
telepathic charge to 
disable the medic. 
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OUTLAWED 


On the trail ofoel 


★ RFriendliifflce...? 

Bashir encounters his Cardassian 
friend Garak during his unusual l 
trip through his subconscious. 


★ Tornenfof 


Aitovar delights in tormenting 
the elderly Bashir, certain that he 
has the winning hand. 

dinner, Aitovar decides to break 
into the infirmary with hopes of 
stealing the substance from the 
medical storage supplies. Unable to 
locate the biomimetic gel, Aitovar 
begins ransacking the shelves, but 
is interrupted when Dr. Bashir 
returns from lunch. Aitovar 
attempts to escape, but Bashir is 
able to hold his own, getting a few 
good punches in on the hulking 
alien. Aitovar, however, has one 
very defensive and effective 
means of attack. 

In a final attempt to escape, 
Aitovar grabs Dr. Bashir by the 
temples with his hands. A 
powerful electrical discharge 


it: Helpless 


The terrified Bashir encounters 
Aitovar in a corridor. His phaser 
has no effect on the Lethean. 


★ Loser 


destroy Dr. Bashir 
"piece by piece." The 
doctor has no reason 
to believe that his 
opponent will not 
carry out his deadly 
promise. 


Lt. Jadzia Dax, Major Kira Nerys, 
Chief Miles O'Brien, and Odo all 

acting strangely, and arguing 
among themselves. 


Too lueoRo shock 

Dr. Bashir confirms his own 
suspicions; he is in a telepathically 
induced coma. He comes to this 
conclusion because he is able to 
realize that the crew members 
represent different aspects of his 
own personality. Aging more 
rapidly, Bashir realizes that Garak 
and Aitovar are one and the same, 
and that Aitovar represents the 


Garak is actually revealed to be 
Aitovar in a final attempt to 
punish the ailing physician. 


|[ sounds ie he uios 


-Gorah regarding Rllovar 

telepathic damage done in his 
mind. Dr. Bashir is just able to get 
back to the infirmary, the center of 
Bashir's world, where he repairs 
the damage to the various 
systems. He succeeds in 
destroying the damage caused by 
Aitovar, and awakes from his coma. 
The telepathic shock usually proves 
lethal, but In Dr. Bashir's case he is 
able to recover because of his 
superior mental strength. 


it Fatal promise 

Aitovar vows to 


Failed effects of fury 

Dr. Bashir falls into a deep coma 
following Altovar's telepathic 
shock. He awakes in his 
subconscious mind only to discover 
what appears to be a broken down 
and deserted space station. Bashir 
begins to age prematurely, and he 
frantically begins to search the 
station for any remaining crew 
members. He talks to Quark briefly 
only to find that Aitovar is still in 
pursuit. Dr. Bashir stumbles upon 


Biomimetic gel is a hazardous material used in the creation of 
biogenic weapons. Federation law restricts the sale of this 
material, and any attempt to obtain biomimetic gel is a felony. 
Other components needed to create this deadly biological 
armament also include retroviral vaccines, isomiotic hypos, and 
plasma flares. This type of weapon is illegal under interstellar 
treaties, but Aitovar is stubborn and will go to any means to 
acquire this precious contraband. 


Aitovar appears alongside 
Quark within Bashir's 
mind's eye. The Lethean is 
quick to note that in the 
doctor's current condition 
"everyone loses." 


erupts from the Lethean's hands 
and arcs violently into Bashir's 
head. The doctor convulses, and 
then suddenly collapses to the 
floor. The Lethean escapes from 
the infirmary only to be 
apprehended by Chief of Security 
Odo. Aitovar has been careless in 
his rushed burglary, and has 
previously triggered a security alert 
while ransacking the infirmary, thus 
resulting in his quick arrest. 


▼ Dangerous goods 

Neelix is aware that 
biomimetic gel can be 
very hazardous if not 
handled correctly. 

Black case-like 
Starfleet issue L-647-X- 
7 containers are 
recommended for 
its safe transport. 


^ Oio-luarfare 

Biomimetic gel is a highly 
illegal substance necessary 
in the creation of biogenic 
weapons by the rogue 
Cardassians. 
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Nirror Universe Uniforms; seeo s 


The uniforms encountered in the mirror universe of the mid-23rd ore cleoriij 
derived form the some source os the Federation Starfleet opporei; theij cover 
iess, but thiniij veii the mercenorij motives of the sinister creui. 


I n 2267, a landing party to the Halkan 

homeworld led by Captain James T. Kirk of 
U.S.S. Enterprise NCC-1701 is transported 
to a parallel universe after an ion storm 
adversely affects the Cofisf/ti/f/on-class 
ship's transporters. Captain Kirk, Lt. Uhura, 
Dr. Leonard H. McCoy, and Commander 
Montgomery Scott are transposed with their 
alternative counterparts, and find themselves in 
a brutal and savage version of the universe they 
know. The physical appearance of friends and 
crewmates is virtually identical, but the 
personalities and actions are radically different 
due to the oppressive and opportunistic regime 
under which the alternate LS.S. Enterprise 
NCC-1701 crew exists. Fortunately for the four 
Starfleet officers, identification of the mirror 
universe crew is made easier due to the 
uniforms worn in this parallel reality. 

All uniforms feature a small badge showing a 


sword thrust through a representation of the 
planet Earth, which is worn on the right side of 
the upper chest by all ranks in place of the more 
benign Starfleet symbols; the left side of the 
respective tunics is used to display a variety of 
medals. Unlike the regular Starfleet uniforms, 
rank insignia is not displayed on all of the tunic 
cuffs above the position of lieutenant. The 
primary visual indication of a senior or higher 
ranking officer is the decorative wraparound 
gold sash worn around the waist on both male 
and female variants of the mirror universe 
uniforms. 

Nherefbe simjlorifqends 

A number of the duty uniforms are very 
similar to their Starfleet counterparts such as 
lower ranking engineering technicians with their 
familiar red coveralls, although the neck is lower 
at the front, exposing more of the black colored 



O Lt. Uhura, Captain Kirk, Dr. McCoy, and 
Commander Scott realize all is not right 
in the universe when their uniforms have 
been provocatively changed in transport. 

shirt underneath. Short black boots are worn 
on both the red and blue coverall variants; both 
versions feature a narrow black belt on which 
a Phaser is attached on the left hip, and an 
agonizer on the right. The blue variation of the 
coverall is worn both by technicians and the 
captain's personal guard who continually protect 
the commanding officer in this vicious regime. 

Security officer uniforms are very similar to 
the Starfleet versions, with Chief of Security 
Sulu wearing a red tunic with a single gold band 










BLUEJRCHET 


As worn by Mr. Spock. 


CIIPTHIN 

GOLD HRHPfIROUNO VEST 

As worn by Captain James T. Kirk. 


FIRST COmiRNDING OFFICER 
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SENIOR FEMRLE OFFICERS 


RED TOP R SHIRT 

As worn by Lt. Uhura. 
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SENIOR comurnd officers 

GOLD TUNIC 
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Mirror Universe Uniforms; 2260‘s 


tunic has an open collar with 
narrow golden piping running down 
the join in the middle of the 
garment; a piece of silky black 
material exposed by the open neck 
flaps is worn around the neck. The 
duty trousers remain the same 
black color as all male crew 
members, with the uniform 
completed by a pair of knee-length 
black boots. The captain's tunic is 
made from an exotic gold colored 
fiber and is a wraparound design. 
The tunic is sleeveless and close 
fitting, and is designed to present 
an image of power and importance, 
with the upper shoulders featuring 
epaulettes and bold medals on the 
left side of the chest. A narrow 
golden strip runs down either side 
of the tunic under the arms to the 
golden sash around the waist, and 
the captain always has a phaser 
ready on the left hip above the low 
angled flap that partially covers the 
black duty trousers. 

O Su/u is 
an 

aggressive 
sexual 
predator; his 
red tunic 
matches his 
hot blood, 
not his role 
as security 
chief. 


ENGINEERING TECHNICIRNG 

RED COVERnLLS 


O Captain James T. Kirk is 

resplendent in gold, but the 
bearded and lavishly attired Mr. 
Spock nearly usurps his style. 

around the lower sleeve. His status 
is additionally represented by the 
golden sash supporting both his 
Phaser on the left hip and dagger in 
its protective scabbard on the right 
hip. The knife appears to be a 
further indication of elevated 
position in the mirror universe, 
a ceremonial weapon that has a 
deadly usefulness in close-quarter 
combat. 

Dr. McCoy's medical uniform 
tunic remains the same blue color 
as the one he wears in his own 
reality, with the only real 
differences being the golden sash 


O The more ornate and embellished the 

uniform, the higher the rank in the mirror 
universe; Chekov covets Kirk's position. 


around his waist, and a small 
medical kit attached to a narrow 
black belt beneath the sash. The 
majority of the male duty uniforms 
below the rank of second-in- 
command are very similar to their 
Starfleet counterparts, whereas the 
uniforms worn by female crew 
members such as Lt. Uhura are 
markedly different and overtly 
provocative. 

Inopproprieie oMire 

The singular mini dress is 
replaced by a blue or red colored 
two piece outfit, a high cropped 
armless halter with a loose fitting 
plunging neckline trimmed with 
slim gold piping. The short skirt is 


of a wraparound design, with the 
back section longer than the front, 
and the gold sash forming a tight 
belt at the waist. Tght fitting thigh- 
high boots replace the shorter duty 
boots, with a handy scabbard built 
into the top flap of the left boot for 
a dagger. Unlike their primary 
universe counterparts, female crew 
members are allowed to wear 
jewelry on duty that includes gold 
colored earrings, and a wraparound 
bangle worn on the upper left arm. 

True blue 

The tunic worn by the mirror 
universe's Mr. Spock is made from 
a smooth blue material similar to a 
Starfleet dress uniform. Spock's 


CHIEF OF SECURITV 

RED TUNIC 


As worn by Security Chief Sulu. 

V 


CHPTHIN'S PEHSONHL 
GUHRD/TECHNICIHNS 

RLUECDVERRLLS 


SENIOR MEDICRL 
/SCIENCE OFFICERS 


DLUE TUNIC 


As worn by Dr. Leonard H. McCoy. 
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'Prophecij' 




‘PROPHECY* 

“What evidence did our 
ancestors have when they 
began this journey? Nothing 
but their faith." 

- Kohlar 


Tlie discoverij of on old Klingon D-JMIe Cruiser in file Delta Quadrant poses someiliing 
of 0 dilemmo for the Starfleet creui nihen ii oppeors os if ide unborn cbild of Lieuienonis 
B’Elanna Torres ond Tom Paris moi] be destined to fulfill on oncient propbecij. . 




- 4 ; 


T he U.S.S. Voyager NCC-74656 is 
attacked by a Klingon D-7 Battle 
Cruiser an antiquated craft whose 
defenses are easily breached. When 
contacted by Captain Kathryn 
Janeway the Klingons refuse to 
surrender to a sworn enemy. 

The Klingons are suspicious of the contact, 
refusing to believe that the Federation and 
the Klingon Empire have been at peace for 
80 years. Captain Janeway also mentions the 
Klingon craft as being no match for Voyager, 
and suggests they should meet the Starfleet 
vessel's Klingon chief engineer. 

When Captain Kohlar meets Lt. 

B'Elanna Torres he immediately notices her 
pregnancy and enquires if she conceived 
during the holy month of Nay'Poq, 15 weeks 
previously. B'Elanna has no idea, and Kohlar 
is keen to return to his ship, promising not to 
fire on Voyager again. 

Revelation 

Kohlar has interpreted the pregnancy and 
associated events as a happening predicted 
in the Klingon ancient scrolls, and convinces 
his initially skeptical crew that the Day of 
Separation has arrived. His next 
transmission to Voyager claims his ship's 
warp core has breached and detonation is 
imminent. Captain Janeway orders the 204 
Klingons to be transported over to Voyager 
before their ship explodes. 

Sensor logs show that Kohlar destroyed 
his own ship, and he readily admits he did 
so to be aboard Voyager. Kohlar's great¬ 
grandfather began their journey after 
discovering ancient scrolls predicting how 
Klingons who traveled far would know the 
Kuvah'Magh before she was born, and that 
the Kuvah'Magh would lead them to a new 
Klingon Empire if they followed in her 
footsteps before she walked them. B'Elanna 
is underwhelmed to learn that the Klingons 
consider her unborn child to be this 
prophetic figure, and intend to follow 
her everywhere. 

Lt. Commander Tuvok is concerned 
about security implications, but it is decided 
that the Klingons cannot be confined to a 
shuttlebay, while B'Elanna feels the strain of 
being an object of veneration. She tends to 
avoid the Klingons, but is persuaded to meet 
with their Council of Elders. The meeting 
causes friction as some elders cannot believe 


ON SCREEN. 




^ Captain Kathryn Janeway invites Captain 
^ Kohlar aboard VOYAGER. He is 
astounded to find the pregnant half-Klingon 
B'Elanna Torres serving as chief engineer. 




^ The BATTLE CRUISER'S warp core 
^ breaches, and the imminent destruction 
of the old vessel is assured. VOYAGER begins 
to transport the crew to safety. 


4 


The rescued Klingons are held in one of 
VOYAGER'S shuttlebays. Lt. Commander 
Tuvok is concerned about their continued 
presence aboard the Federation starship. 



c B'Elanna is astonished that the Klingons 
believe her child to be the Kuvah'Magh, 
and she finds the constant attention to be a 
distraction from her^ daily duties. 


g B'Elanna agrees to meet with the Council 
of Elders regarding her child's destiny. 
Nevertheless, some of the Klingons are 
troubled by the baby's mixed heritage. 






Propliecij' 

the Kuvah'Magh will be of less than half 
Klingon blood. 

In conversation with B'Elanna and Captain 
Janeway, Kohlar considers it a necessity that 
his people are convinced B'Elanna's child is 
the Kuvah'Magh. The Klingons have endured 
over a century of hardship and he wishes it 
to end, having doubts about the validity of 
the sacred texts. If he and B'Elanna can 
interpret them to be consistent with events of 
her life, Kohlar's people will believe, and as 
mother of the Kuvah'Magh she will hold 
great influence. She can then convince them 
to find a home. 

Ensign Harry Kim is having difficulty in 
persuading a Klingon officer that he will not 
be her mate. The Doctor, however, warns 
that in such situations Harry has but two 
choices; surrender to the mating or kill her. 
With the latter being unacceptable, he 
provides Harry with authorization for 
intimate interspecies contact. 

Disbeliever 

A Klingon called T'Greth is particularly 
skeptical of B'Elanna's status, and is not 
satisfied by her interpretation of the scrolls. 
When Lt. Tom Paris becomes annoyed at 
his disrespect for B'Elanna, T'Greth notes 
that the scrolls claim the father of the 
Kuvah'Magh will be an honorable warrior, 
and challenges him to a fight to the death. 
Captain Janeway will not allow a fatal fight to 
occur, but a compromise is reached whereby 
a non-lethal alternative will take place. 

Harry is hiding from Ch'Regha, lurking in 
engineering conduits to avoid her, but 
Neelix congratulates him on attracting the 
attentions of such a fine woman. He helps by 
insulting Harry in Ch'Regha's presence, and 
she transfers her attentions to him. 

During combat, T'Greth collapses with 
what Kohlar diagnoses as the Nehret. The 
Doctor reveals this to be a fatal virus that 
activates without warning, noting that all 
the Klingons carry it. The disease is only 
contagious among Klingons, and has been 
contracted by both B'Elanna and her unborn 
child. T'Greth views this as proof she does 
not carry the Kuvah'Magh, and convinces 
fellow doubters that a mutiny is in order. 

When the opportunity arises T'Greth takes 
control of the transporter systems and 
beams Kohlar and many of the Voyager cre\N 
down to a planet being studied for possible 


tApship facts 


4 Captain Kohlar is supplied with a 

complete set of the Khitomer Accords 
when he initially transports over to 
the U.S.S. Voyager NCC-74656. 

A To accommodate the Klingons, 

^ Voyager's crew must double up in 
quarters. Neelix shares with Tuvok, 
much to the Vulcan's chagrin when he 
returns home after a duty shift to find 
his rooms in disarray following 
Neelix's liaison with Ch'Regha. 


colonization. He is unable to lock onto the 
bridge crew, so he and other warriors 
transport to the bridge where the rebellion 
is defeated. 

Using antibodies generated by B'Elanna's 
fetus, the Doctor is able to synthesize a 
vaccine for the Nehret. Consequently, Kohlar 



convinces his people that the Kuvah'Magh 
has saved them. Before departing for their 
new home he presents B'Elanna with his 
great-grandfather's bat'leth to pass on to 
her daughter, asking that she tell her of them. 
Tom's suggestion that the child be named 
Kuvah'Magh is less welcome. 


ON SCREEN... 



y Kohlar and B'Elanna read through the 
' sacred scrolls in an effort to align 
aspects of her life with the prophecies to 
gain the support of the Klingon refugees. 



0 T'Greth is particularly outspoken in his 
^ disbelief of B'Elanna's status, t/yhen 
challenged by Lt. Tom Paris they agree 
to undertake an honorable challenge. 



Q T'Greth collapses during the bout, and 
” is diagnosed with the Nehret - a 
deadly disease that all of the Klingons 
carry - including B'Elanna and her child. 



T'Greth organizes a rebellion among 
the Klingons. His attempt to take 
control of VOYAGER fails when he tries to 
capture the bridge. 



from B'Elanna's fetus, and administers it 
to the entire Klingon contingent. 



The Klingons depart VOYAGER having 
found an uninhabited Class-M world on 
which they can establish their own empire 
in the heart of the Delta Quadrant. 







